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fons of Quality, the Laws of the Game are ; 


ADVERTISEMENT. 

þ 

T HIS Book having been entered at | 

Stationers Hall, according to Act 

ef Parliament, whoever ſhall preſume t 
Print or Yend a Pirate Edition, ſhall be 

Proſecuted according to Law, 


A 
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0 
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7 
N. B. The Purchaſers of the Firſt Hin 
Editian, may have the Additions to com- X 
Plete their Books, on producing that bought 


of the Auther, and paying one Shilling, 
At theParticular De ire of ſeveral Per- 2 


07 
Printed on a Fine Imperial Paper, proper So- 
to be Fram'd or made Screens of, that the \ . 
Players may have them before them; to re- 
fer to if any Diſpute ſhould ariſe, Price Poi 
Two Shiliings and Six-Pence, | 
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HE Author of this Treatiſe [| 
did promiſe, if it met with |_| 
Approbation, to make an 1 
Addition to it by way of 17 
2x8! APPENDIX, which he has 
done accordingly. 

He has alſo fram'd an Artificial Me- 
mory, which does not take off your At- 
tention from your Game; and if required, 
he is ready to communicate it, upon Pay- 
ment of one Guinea. And alſo, he will 
explain any Ca/es in the Book, upon 
Payment of one Guinea more. 

It is neceſſary to premiſe, that thoſe, - 
who intend to read this Treatiſe, are de- 
ſired to peruſe the following Calcula- 
tions; and they need only charge their 
Memories with thoſe that are marked 


B with 


5 
th 


—— — on ere I Eten 


— Ah. 
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with a N. B. upon which the whole Rea ſi 
ſoning of this Treatiſe . 


CALCULATIONS, diredting with mora 
Certainty, how to play well, any Han 
or Game, by ſhewing the Chances 0 
your Partners having 1, 2, or 3 cer 
train Cards. 

For EXAMPLE, 
I. WO U'D know what is the Chanc 


of his having one certain Card ? 


inſt f. | 
ANSsw ER. none” 


Thar he has it not is N. B. 2 to 1 


ö II. I would know what is the Chancd 
( of his having two certain Cards? 


a ſt f. 
ANSWER. ow bir 


That he has 1 of them only, is 31 to 2 

That he has not both of them 17 

Bat that he bas 1 o: 3 3 , 
about 7 to 4, or B. 8 5 


III. I would alſo 5 what are t 

Chances of his having 3 certain Cards? 
ANSWER, | 

That he holds r of them on- 85 * 5 


ly, is 325 for him, to 378 6 to 7 
againſt him, or about 
Tha 


the Game of Wur. 3 
That he has not 2 of them) er int 


im him 
only, is 156 for him, to 2 7 
A1 547 againſt him, or about 
That he has not all 3 of them, 
al is 22 for him, to681 againſt> x 3 
:4 him, or about 


oBut that he has 1 or 2 of them) 
13 8 


74 is 481 for him to 222 a- 
gainſt him, or about 
And that he has 1, 2, or all 3 
cd of them is about M.B..5 


.-2 ag RI IN INI IIS! 
hin ; 8 

1H Explanation and Application of the 
160 Calculations, neceſſary i be underſtood 


by thoſe who are to read this Treatiſe, 


hir Firſt CALCULATION, 
*T T is 2 to 1 that my Partner has not 
one certain Card. 

31 To apply thi: Calculation, let us ſup- 
oſe the right hand Adverſary 1: ads a Suit, 
meg which you have the King, and one 
is? mall Card only, you may obſerve that it 
2 to 1 by puiting on your King, that 


gain 


mne left-hand Adverſary cannot win it. 
7| Again, let us ſuppoſe, that you have 
de King, and three ſmall Cards of any 


"ha B 2 Suit, 
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Suit, likewiſe the Queen, and three ſmal ' 
Cards of any Suit, I would know whichn 
is the beſt Suit to lead from; Anſwerjg 
from the King, becauſe it is 2 to 1 thqu 
the Ace does not lye behind you; but} | 
is 5 to 4 that the Ace or King of an. 
Suit, lies behind you, and conſequentlyn 
by leading from your Queen-ſuit yoFl 
play to a Diſadvantage. fat 

2d, CALCULATION, It is 5 to 4 dip 
leaſt that your Partner has 1 Card out qo 
any 2 certain Cards; the like Odds is 1| 
favour of your right-hand and left-hanhe 
Adverfaries ; therefore, ſuppoſe you hayfes 
2 Honours in any Suit, and knowing it fo 
5 to 4 that your Partner holds one of thai 
other 2 Honours, you do by this Known 
ledge, play your Game to a greater Den 
gree of Certainty. Ci 

Again, let us ſoppoſe that you hai a 
the Queen and 1 ſmall Card in any Sthe 
onlv, and that your right-hand Adverſſui 
ry leads that Suit,”if you put on yoph 
Queen, it is 5 to 4 that yourgdeft-ha / 
Adveriary can win it, and therefore yqoi 
play 5 to 4 to your Diſadvantage. For 

24, CALCULATION, It is 5 to 2 thr 
your Partner has 1 Card out of anypir 


certain Cards. 14 Ther 


the Game of Wuisr. 5 


ma} Therefore, ſuppoſe you have the Knave 
hichnd 1 ſmall Card dealt you, and that your 
weight Hand Adverſary leads from that 
thquit, if you put on the Knave, it is 5 to 
ut i that your left Hand Adverſary has ei- 
aner Ace, King, or Queen of the Suit led, 
ntlynd therefore you play 5 to 2 againſt your- 
yoElf ; beſides, there is a further Conſide- 
fation, by making a Ditcovery to your 
4 fight Hand Adverſary, he ſineſſes upon 
at Jour Partner throughout that whole Suit, 
is I And in order to explain the Necetlity 
hanhere is, of putting the loweſt of Sequen- 
hays in all the Suits led, let us ſuppoſe that 
; it ſour Adverſary led a Suit, of which you 
f tlhave King,Queen, and Knave, or Queen, 
novfnave, and Ten, by putting on your 
Dænave of the Suit of which you have 
ing, Queen and Knave, 1t gives your 
hayartner an Opportunity of Calculating 
Sue Odds for and againſt him in that 
rer{luit, and alſo in all inferiour Suits of 
yophich you have Sequences. 
hai A farther Uſe to be made of the fore- 
e ydoing Calculation, let us ſuppoſe, that 
ſou have the Ace, King, and 2 ſmall 
2 thi'rumps, with a Quint-major or 5 other 
anypinning Cards in your Hand in any Suit, 
mer x B 3 and 
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and that you have played Trumps twe 

" Rounds, and that each Perſon followec 
Trumps; in this Caſe, there are 8 Trump 
out, and 2 Trumps remaining in you 
Hand, which make 10, and 3 Trump 
which are divided between the remain] 
ing 3 Players, of which 3 Trumps tg 
odds is 5 to 2 in your Favour that you 
Partner has 1; and therefore out of 
Cards in your Hand you are intitled t 
win 5 Tricks. 


lee 


Some ComeuTATIONs for laying 6 
your Money at the Game of WRIS᷑. 


With the Deal. 
The Deal 8 is 21 to 24 
1 Love — — 11 $6 
— — _— : 


is 2 to 1 of thi Game, and 
1 the n 


o n I... > "vx. — —— -—=» — 
—— — . - —— —— — — — —— 
— — ” 
- << O—_—_ O — 2 
— 
- 
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With the Deal. 


Heel maQadyt | 


O 
2 


O FO aw mh 


2 
2 


With the Deal. 


© O Own. 


to 4 - 1s 
4 = = 
4 = 
3 5 
4 is about 
With the Deal. 
6 to 5 - 18 
2 5 - - 
8 5 — 
9 £5 1s about _ 
| With the Deal, 
7 to 6 „ 
8 6 — 5 
9 6 is about — 
With the Deal. 
8 to 7 is above — 3 to Au. 
9 to / is about - 12 to o 


T( 
| 


8 to 9, upon the beſt Computation 
made at Preſent, is about 3 and a half inpl 
the Hundred, in Favour of 8 with the 

Deal; againſt the Deal, the Odds is ſtill xh 
tho' ſmall, in Favour of 8. 8 : 
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he Laws of the Game at WIS r. 


F any Perſon plays out of his Turn, 
oi it is the Option of either of his 
\dverſaries to call the Card fo pl. y'd, at 
ny time in that Deal, provided it does 

> 4hot make him tevoke or if either of 
he Adverſe Party is to lead, he may de- 
tre his Partner to name the Suit he 
hooſes to have him lead, and when a 
uit is then named, the Partner mult 
lay it if he has it. 
0 2. No Revoke to be claim'd till the 
Prick is turn'd and quitted, or the Party 


ho revoked, or his Partner, have played 


gain. 
3. If a Revoke happens to be made 
4 the adverſe Party may add 3 to his Score, 


ind the revoking Party, provided they 


re up, notwithſtanding the Penalty, 
ionjmuſt remain at 9: The Revoke takes 
finplace of any other Score of the Game. 
thel 4. If any Perſon calls at any Point of 
till the Game, except 8, either of the adverſe 


Parties may call a new Deal; and they, 
Thi B 5 are 


— r 2 
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are at liberty to conſult each other whe- 
ther they will have a new Deal: 


5. After the Trump-Card is ſeen nof 
Body ought to remind his Partner to call. 

6. If the Trump-Card is feen, no 
Honours in the preceding Deal can be 
{et up, unleſs they were before claimed. 

7. If any Perſon ſeparates a Card from | 
the reſt, either of the adverſe Parties may 
call it, provided he names it, and proves| 
the Separation; but in Caſe he calls a 
wrong Card, either of the adverſe Par- 


ties, may once call the higheſt or loweſt 
Card in any Suit led during that Deal. 


8. Each Perſon ought to lay his Card | 


before him; after he has done fo, if ei- 
ther of the adverſe Parties mix their Card 
with his, his Partner is intituled to de- 
mand each Perſon to lay his Card before 
him ; but not to enquire who played 
any particular Card. 

9. If any Perſon revokes, and before 
the Cards are turned, diſcovers it, the 
| adverſe Party may call either the Higheſt 
or Loweſt Card of the Suit.led, or have 
their Option, to call the Card then play- 
ed at any other time, when ir does not 
. Cauſe a Revoke, N 

| 10. If 


the GAME of WIS r. IT 
10. If a Card in Dealing is turn'd up, 


it is in the Option of the adverſe Party 
to call a new Deal, unleſs they, or either 


of them have been the Cauſe of turning 


up ſuch Card, in which caſe the Dealer 
has the Option. 


11. If the Ace, or any other Card of 


any Suit is led, and it ſhould ſo happen 
that the laſt Player plays out of his Turn, 
| whether his Partner has any of the Suit 
led or not (provided you do not make 
him revoke) he is neither intitled to 
Trump it, nor to win that Trick, 


12. If a Card is faced in the Pack, 


they muſt Deal again, except it is the 


laſt Card, 

13. None of the Players are to take 
up, or look at their Cards, while any 
Perſon is Dealing, and it the Dealer 


ſhould happen to miſs Deal, in that caſe 


he ſhall Deal again, and if a Card is 
turned up in Dealing, no new Deal is to 
be call'd. 

14. When a Card is led, if one of the 
Adverſaries plays out of his Turn, bis 
Partner is not to win the Trick, if he 
can avoid it without revoking. 


B © 15 
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15. Every Perſon ought to ſee that he 
has 13 Cards dealt him ; therefore if any 
one ſhoald happen to have only 12 
Cards, and does not find it out till ſeve- 
ral Tricks are played, and that the reſt of 
the Players have their right Numbers, 
the Deal ſtands good; and alſo the Per- 
ſon who plays with 12 Cards, is to be 
puniſh'd for each Revoke in Caſe he has 
made any, but if any of the reſt of the 
Players ſhonld happen to have 14 Cards, 
in that Caſe the Deal is void. 

16. If any Perſon throws his Cards 
upon the Table, with their Faces up- 
wards upon Suppoſition that he has lo{t 


12 


the Game, if his Partner does not give 


up the Game, the Adverſaries have it in 
their Power to call any of thoſe Cards, 
when they think proper, provided they 
27 not make the Party revoke. 

. A and B are Partners againſt C 

100 D. A leads a Club, his Partner B 
plays before the Adverſary C; in this cafe 
D has a Right to-play before his Partner 
C, becauſe B played out of his Turn. 
18. if any Perſon is ſure of winning 
every Trick in hi; Hand, he may ſhew 


his Cards upon the Table, but "5 ald it F 
{0 | 
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e b happen that he has any loſing Card in 
y is Hand, he is then liable to have all 
2 lis Cards called. 

19. No Perfon ought to aſk his Part- 
}f Jer whether he had played an Honour, 
s, yhile the Cards are playing. 

20. A and B are Partners againſt C 
e Ind D. A leads a Club, C plays a Spade, 7 
is Þ plays the King of Clubs, and D plays 1 
e | Club, C diſcovers he has revoked beſore 

8. [he Trick is turn'd. | 
Query, what is the Penalty? 

ls | may take up his Card again, and fo 
nay D, and either A or B have it in 
heir Option to oblige C to play the high- 
{t or loweſt Card of the Suit led. 

21, If any Perſon calls at the Point of 
3. and his Partner anſwers, and both the 
»ppolite Parties have thrown up their 
Cards, and it appears that the other Side 
had not 2 by Honours, in this Caſe, they 
may conſult with one another about it, 
and are at liberty to ſtand the Deal or 
Ty: | 
22, And if any body anſwers, when 
g be has not an Honour, the adverſe Party 
may conſult with one another about it, 
it þnd are at liberty to ſtand the Deal or 
o hor. 23. 


j 


Wy) <=se'Z 0 - 
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23. No Perſon may take new CardgN1 
in the middle of a Game without thef e 
Content of all Parties, q 

24. The Dealer ought to leave to viewſh' 
upon the Table his trump Card, till ic ispr 
his Turn to play, and after he has mix'd YO 
it with his other Cards, no body is enti- 
tuled to demand what Card is turn'd up, 
but may aſk what is Trumps ; this Con- 
ſequence attends ſuch a Law, that the, : 


Dealer cannot Name a wrong Card, 


which otherwiſe he might have done, lp. 
F 
CHA L 


v 
Some GENERAL Rur ES 70 be obſerved a- 
by BEGINNERS, _ 


J. di 
HE N you lead, begin with the th 
beſt Suit in your Hand; if you be 
have a Sequence of King, Queen, and im 
Knave, or Queen, Knave, and Ten, 
they are ſure Leads, and never fail gain- 
ing the Tenace to yourſelf or Partner in I. 
other Suits; and begin wich the higheſt je 
of the Sequence, unleſs you have 5 inf, 
Num- 
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rds Number, in that Caſe play the loweſt 
the except in Trumps, when you muſt al- 
rays play the higheſt) in order to get 
ewFhe Ace or King out of your Partnei's 
c 1Spr Adverſary s Hands, by which means 
x afyou make Room for your Suit. 


tho II, 


P. If you have 5 of the ſmalleſt Trumps, 
N= 
he nd not one good Card in the other Suits, 
A {trump out, which will have this good 
Conſequence at leaſt, to make your 
Partner the laſt Player, and by that 
= Means gives him the Tenace. 


III, 


If you have 2 ſmall Trumps only, 
with Ace and King of two other Suits, 
and a Deficiency of the fourth Suit, 
make as many Tricks as you can imme- 
diately ; and if your Partner refuſes ei- 
he ther of your Suits, do not force him, 
2U becauſe that may weaken his Game too 
1d much. 

n, IV. 


= You need ſeldom return your Partner's 
IN Lead, if you have good Suits of your 
ſt own to play, unleſs it be to endeavour 


in to ſave or win a Game: What is * 


ed. 
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by good Suits, is in caſe you ſhould 
have Sequences of King, Queen, and 
Knave, or Queen, Knave, and Ten, 


0] 


V. 
If you have each 5 Tricks, and youh, 
are aſſured of getting 2 Tricks, in your, 
own Hand, do not fail winning them, 
in Expectation of ſcoring 2 that Deal, h. 
becauſe if you loſe the odd Trick, itſi 
makes 2 difference, and you play 2 to Ide 
againſt you: ſelf, 
an Exception to the foregoing Rule 


is, when you ſee a Probability either o 


ſaving your Lurch or winning the Game, .]. 
in either of which Caſes you are to riſky. 
the odd Trick. 


0! 
h 
E 
8 


VI. 


When you have a Probability of win 
ning the Game, always riſk a Trick ot 
two, becauſe the Share of the Stake 
which your Adverſary has by a new Deal 
will amount to more than the Point o 
two which you riſk by that Deal. \{\.. 

Ihe foregoing Caſe refers to Chap 


* 


VI, Caſe 1, 2, 3, 4, 6, 6. 


n 
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uld VII. 
and Tf your Adverſary is 6 or 7 Love, and 
. bu are to lead, your Buſineſs in that 
aſe is to riſk a Trick or two, in hopes 
f putting your Game upon an Equality; 
YOU herefore, admitting you have the Queen 
Our ſr Knave, and 1 other Trump, and no 
em, ſood Cards in other Suits, play out your 
cal, ꝑneen or Knave of Trumps, by which 
\ TtMeans you will ſtrengthen your Part- 
0 Tier's Game, if he is ſtrong in Trumps; 
he is weak, you do him no Injury, 
wot. -- VIII. 
© If you are 4 of the Game you muſt 
play for an odd Trick, becauſe it faves 
"ne half of the Stake which you play 
or; and, in order to win the odd Trick, 
ho' you are pretty ſt:ong in Trumps, 
de cautious how you trump out. What 
in js meant by Strength in Trumps, is, in 
1 aſe you ſhould have 1 Honour and 3 
Trumps, | 
IX. 


Jea 
If you are 'q of the Game, and tho' 


tO 


ery ſtrong in Trumps, if you obſerve 


ap your Partner to have a Chance of trump- 
ng any of your Adverſary's Suits; in 
IHhat Caſe do not trump out, but give 
nim 


— — 


— — — — —— — 
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him an Opportunity of trumping thoff; 
Suits, If your Game is ſcored 1, 2, oine 
3, you mult play the Reverſe; and alſqec 
at 5, 6, or 7, becauſe in theſe two laſhe 
recited Caſes you play for more than 
Point, = © 
X. is 
a 


If you are laſt Player, and find tha, 
the third Hand cannot put up a gooq. 
Card to his Partner's Lead, admitting” 
you have no good Game of your own tc 
play, return the Lead upon the Adver 
ſary, which gives your Partner the Teh 
nace in that Suit, and often obliges thge 
Adverſary to change Suits, and conſe & 
quently gains the Tenace in that newn; 
Suit alſo, Ke 

XI. 

If you have Ace, King, and four 
ſmall Trumps, begin with a ſmall one 
becauſe it 1s an equal Wager that your 
Partner has a better Trump than the laſt 
Flayer ; if ſo you have three Rounds off“ 
Trumps; if not, you cannot fetch out[* 
all the Trumps. 2M 

e 


If you have Ace, King, Knave, andi. 
three ſmall Trumps, begin with theh 
| King, 
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offt ing, and then play the Ace, (except 

2, One of the Adverſaries refuſe Trumps) 

alſgecauſe the Odds is in your favour, that 
laſhe Queen falls. 


_ XIII. 


If you have King, Queen, and four 
thahnall Trumps, begin with a ſmall one, 
cauſe the Odds is of your Side that 


OC 
ain our Partner has an Honour. 
0 9 


'n te XIV. 

ver If you have King, Queen, Ten, and 

Teqiree ſmall Trumps, begin with the King, 
thgecauſe you have a fair Chance that the 

nſeKnave falls in the ſecond Round, or you 

newnay wait to fineſs your Ten upon the 

&eturn of Trumps from your Partner. 
Refers to Chap. VII. Caſe 1, 2, 3. 


. „ 
oufl If you have Queen, Knave, and four 
jaſumall Trumps, begin with a ſmall one, 
s ofbecauſe the Odds is in your favour that 
our Partner has an Honour. 


out 
XVI, 
If you have Queen, Knave, Nine, 
nd three ſmall Trumps, begin with the 


an 
thelueen, becauſe you have a fair Chance 
ng, that 
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that the Ten falls in the ſecond Round 

or you may wait to fineſs the Nine. im 
Refers to Chap. VII. Caſe 1, 2, 3. for 


XVII. 


If you have Knave, Ten, and fou 
ſmall Trumps, begin with a ſmall oneþw 
for the Reaſons afligned in Nꝰ 5. 


XVIII. | ba 

If you have Knave, Ten, Eight ang | 
three ſmall Trumps, begin with the 
Knave, in order to prevent the Ning; 
from making a 'Trick, and the Odds 1s 
in your favour that the three Honourg.:. 
fall in two Rounds, 


| XIX. 

If you have fix Trumps of a lowe 
Denomination, you are to begin withſſr 
the loweſt, unleſs you ſhould have Ten, fc 
Nine, and Eight, and an Honour turns 
up againſt you; in that Caſe, if you are 
to play through the Honour, begin withſt 
the Jen, which obliges the Adverſary ff 
to play his Honour to his Diſadvantage, 
or leaves it in your Partner's Option whe- 


r 


* . 


ther he will paſs'it or not. 


833 
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XX. 
und If you have Ace, King, and three 
mall Trumps, begin with a ſmall one, 
or the Reaſons aſſigned in N®. 15. 


XXI. 
fouſ If you ha ve Ace, King, and Knave, and 
onq wo ſmall Trumps, begin with the King, 
hich, next to a moral Certainty, ſhews 
o your Partner that you have Ace and 
Knave remaining ; and, by putting the 
Lead into your Partner's Hand, he plays 
you a Trump, upon which you are to 
P neſs the Knave, and no ill Conſequence 
Kan attend ſuch Play, except the Queen 

lies behind you ſingle. 
Refers to Chap. VII. Caſe 1, 2, 3. 
XXII. 


and 


ve 

ithſſmall Trumps, begin with a * one, 

en, for the Reaſons aſſigned in N * 

rns XXIII. 

are] If you have King, Queen, Ten, and 

ithftwo ſmall Trumps, begin with theKing, 

ry for the Reaſons aſſigned in N* 21. 

ge, | XXIV. 

de- If you have Queen, Knave, and three 
ſmall Trumps, begin with a ſmall one, 
for the Reaſons aſſigned in Nꝰ 

I XXV. It 


If you have King, Queen, and three 


[ 

4 

- 4 
; 

[ 

/ 


—— 2 — " A" 


— 


* — - 
— — — — 
j———̃ — 2 — — 


| 

Cn 

' 
} 

1 

1 
3 
U 
l, 
1 
1 
| 
. 
10 

1 
: 
| 


| Knave, becauſe in two Rounds of Trump 


Sequence of Ten, Nine, and Eight; i 


REATISE 
XXV. 

If you have Queen, Knave, Nine ] 
and two ſmall Trumps, begin with th 
Queen, for the Reaſons aſſigned iff* 


N 16. | 
XXVI. ] 
If you have Knave, Ten, and thre" 
ſmall Trumps, begin with a ſmall one“ 
for the Reaſons aſſigned in Nꝰ 15, 
XXVII. 
If you have Knave, Ten, Eight, an- 
two ſmall Trumps, begin with th 


2 907 


| 


] 
e 
0 
0 
it is Odds but that the Nine falls; orP* 
upon the Return of Trumps from you 


Partner, you may fineſs the Eight. 
; XX VIII. " 
If you have five Trumps of a lowef, 
Denomination, it is the beſt Play to be [ 
gin with the loweſt, unleſs you have: | 


that Caſe, begin with the higheſt of tha 
Sequence. = 1 
XXIX. 

If you have Ace, King, and twd : 


fmall 'I'rumps, begin with a ſmall onen 


for the Reaſons aſſigned in Nꝰ 15. 
| XXX" 
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XXX. 
5nd If you have Ace, King, Knave, and 
the {mall Trump, begin with the King, 
| ;Þr the Reaſons aſſigned in N* 21. 
XXXI. 
If you have King, Queen, and two 
hrehall Trumps, begin with a ſmall one, 
onchr the Reaſons afligned in N * 15. 


XXXII. 
If you have King, Queen, Ten, and 
anche ſmall Trump, begin with the King, 
hd wait for the Return of Trumps from 
moPur Partner, when you are to fineſs 
bur Ten, in order to win the Knave, 


ou XXXIII. 

If you have Queen, Knave, Nine, and 
e ſmall Trump, begin with the Queen, 
order to prevent the Ten from making 


bel Trick. 

ood XXXIV. 

inn If you have Knave, Ten, and two 

"all Trumps, begin with a ſmall One, 

r the Reaſons aſſigned in Nꝰ 15. 
XXXV, 

two If you have Knave, Ten, Eight, and 

one he ſmall Trump, begin with the Knave, 


order to prevent the Nine from making 
XX{ Trick, XXXVI. 


— — 
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XXXVI. 


If you have Ten, Nine, Eight an 
one ſmall Trump, begin with the Tet! 
which leaves it in your Partner's Diſcrgt! 
tion, whether he will paſs or not. Jo 


XXXVII. R 


If you have Ten and three ſm 
Trumps, begin with a ſmall one. 


eee 


HK. II. 0 

Some PARTICULAR Rot to 
obſerved, t\ 
1. | tr 


F you have Ace, King, and foſ 
1 mall Trumps, with a good Su 
you mult play three Rounds of Trump 
otherwiſe you may have your ſtro 
Suit trumped, 


II. 

If you have King, Queen, and fo 
ſmall Trumps, with a good Suit, tru ſc 
out with the King, becauſe when y( 


have the Lead again you will have th 
Rounds of Trumps, 


0! 


HI. U 


tore GAME of WHIST, 25 
| III. 

an If you have King, Queen, Ten, and 
Teithree ſmall Trumps, with a good Suit, 
ſcrgtrump out with the King, in Expectation 
lof the Knave's falling at the ſecond 
Round; and do not wait to fineſs the 
Ten, for fear your ſtrong Suit ſhould be 

matrumped. 


IV. 
5 If you have Queen, Knave, and three 
mall Trumps, with a good Suit, trump 
out with a ſmall one, 


V. 

fo If you have Queen, Knave, Nine, and 
two ſmall Trumps, with a good Suit, 
trump out with the Queen, in Expecta- 
fol tion of the Ten's falling at the ſecond 

4a Round; and do not wait to fineſs the 
imilNine, but trump out a ſecond time, for 
tro the Reaſons aſſigned in Caſe III. in this 
Chapter. 


VI. 
If you have Knave, Ten, and three 
all Trumps, with a good Suit, trump 
\ vþout with a ſmall One, 
— VII. 
| If you have Knave, Ten, Eigbt, and 
II. two ſmall Trumps, with a good Suit, 


trum 
= P 


I fo ſm 


ru 


S 


aca 3 
I ——— IR — 


— —— 


— — - 


— — — 
2 — == — . 
" — rw Rr og 


— 
— „„ "7 
* — . 
=  - i — -_ 
* ao 1 


. ——v— 


26 Port TREATISE on 


trump out with the Knave, in ExpeQta- 
tion of the Nine's falling at the ſecond 
Round. 
VIII. 
If you have Ten, Nine, Eight, and 
one ſmall Trump, with a good Suit, 
trump out with the Ten. 
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CHAP. III. 


PARTICULAR Games, and tbe Manner 
in which they are to be played, after a 
Learner bas made ſome Progreſs in 
the Game. | 

J. 
UPPOSE you are Elder Hand, 
and that your Game conſiſts of 

King, Queen, and Knave of one Suir, 

Ace, King, Queen, and two ſmall Cards | 

of another Suit, King and Queen of the 

third Suit, and three ſmall Trumps : 

Query, How is this Hand to be played? 

You are to begin with the Ace of your 

beſt Suit ſor a Trump] which informs 

your Partner that you have the Com- 
mand of that Suit; but you are not to | 
proceed with the King of the ſame Suit, 

but you mult play a Trump next; and 
if 
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f you find your Partner has no Strength 
o ſupport you in Trumps, and that your 
\dverſary plays to your weak Suit, v/2z, 
he King and Queen only, in that Cafe 
I play the King of the Suit which belongs 
» ſto the beſt Suit; and if you obſerve a 
Probability of either your Adverſaries 

, being lixely to trump that Suit, proceed 
hen and play the King of the Suit of 
hich you have King,Queen, and Knave: 

+ If it ſhould fo happen, that your Ad- 
a perſaries do not play to your weakeſt 
x Puit, in that Caſe, tho' appareniiy your 


partner can give you no Afliſtaice in 


rumps, purſe your Scheme of trump=- 
1, Ing ut as often as the Lead comes into 
f hour Hand, by Which Means, ſoppoling 
t, Four Partner to have but two Trumps, 
Is þnd that your Adverſaries have four each, 
le by three Rounds of Trumps, there re- 
: mains only two Trumps againſt you, 
i II. 
by | Elder Hand. 


Suppoſe you have Ace, King, Queen, 
and one ſmall Trump, with a Sequence 
rom the King of fi-e in another Suit, 
d ith four other Cards of no Value. 


* 
.. 


a — „1 8 are. yet 
- 
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Begin with the. Queen of Trumps, andſ an 
purſue the Lead with the Ace, whichl th 
demonſtrates to your Partner that you Su 
have the King: And as it would be badi R 
Play to purſue Trumps the third Round of 
till you have firſt gain'd the Command to 
of your great Suit, by ſtopping thus, it| tri 
likewiſe informs your Partner that you at 
have the King and one Trump only reg th 
maining, becauſe, if you had Ace, King d- 
neen, and two 'Trumps more, and] y« 
Trumps went round twice, you could] tt 
receive no Damage by playing the King tc 
the third Round. When you lead your] cc 
Sequence, begin with the loweſt, be- tl 
cauſe if your Partner has the Ace, he b: 
plays ir, which makes room for youll fc 
Suit. And fince you have let your Part E 
ner into the State of your Game, as ſoon is 
as he has the Lead, if he has a Trump 
or two remaining, he will play Trumps 
to you, with a moral Certainty that your 
King clears your Adverſaries Hands of 
all their Trumps. 
|: 
Secend Player. 
Suppoſe you have Ace, King, and two 
imall trumps, with a Quint-Major of 
another 


e 
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nd} another Suit; in the third Suit you have 
chi three ſmall Cards, and in the fourth 


Suit one, Your Adverſary on your 
Right-hand begins with playing the Ace 
of your weak Suit, and then proceeds 
to play the King: In that Caſe, do not 
trump it, but throw away a loſing Card, 
and if he proceeds to play the Queen, 
throw away another loting Card; and 
do the like the fourth Time, in hopes 
your Partner may trump it, who will in 
that Caſe play a Trump, or will play 
to your ſtrong Suit; if Trumps are play- 
ed, go on with them two Rounds, and 
then proceed to play your ſtrong Suit, 
by which Means if there happens to be 


| four Trumps in one of the Adver ſary's 


Hands, and two in the other, which 
is nearly the Caſe, your Partner being 


entitled to have three Trumps out of the 


nine, conſequently there remains only fix 
Trumps between the Adverſaries; your 
ſtrong Suit forces their beſt Trumps, and 
you have a Probability of making the 
odd Trick in your own Hand only; 
whereas if you had trumped one of your 
Advoerſar ies beſt Cards, you had ſo weak- 
ened your Hand, as probably not to 


3 make 
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make more than five Tricks withou 
your Partner's Help. 
t 
IV. a 
Su 
Suppoſe you have Ace, Queen, an; ot 
three ſmall Trumps; Ace, Queen, Ten] of 
and Nine of another Suit; with twq jo 
ſmall Cards of each of the other Suits far 
Your Partner leads to your Ace, Knave} re 
Ten, and Nine; and as this Game re] C 
quires rather to deceive your Adverſay y. 
ries, than to inform your Partner, put ft 
up the Nine, which naturally leads thq O 
Adverſary to play Trumps, if he wing Ic 
that Card. As ſoon as Trumps are played] e. 
to you, return them upon your Adverꝗ tc 
ſary, keeping the Command in your] tt 
own Hand. If your Adverſary wo led] y 
Trumps to you, puts up a Trump which] e 
your Partner cannot win, if he has no] T: 
good Suit of his own to play, he will| a 
return your Partner's Lead, imagining] © 
that Suit lies between his Partner and| y 
yours; it this Fineſs of yours ſhould] v 
ſucceed, you will he a great Gainer by] ! 
ity but ſcarcely poſſible to be a Loſer, | \ 


V. Sup- 


OU 
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V. 

Suppoſe you have Ace, King, and 
three ſmall Trumps, with a Quart from 
a King, and two ſmall Cards of another 
Suit, and one ſmall Card to each of the 
other Suits ; your Adverſary leads a Suit 
of which your Partner has a Quart-Ma- 
jor; your Partner puts up the Knave, 
and then proceeds to play the Ace : You 
refuſe to that Suit by playing your looſe 
Card; when your Partner plays the King, 
your right-hand Adverſary trumps it, 
ſuppoſe with the Knave or Ten, do not 
over-trump him, which may probably 
loſe you two or three Tricks by weak- 
ening of your Hand: But if he leads 
to the Suit of which you have none, 
trump it, and then play the loweſt of 
your Sequence, in order to get the Ace 
either out of your Partner's or Ad verſa- 
ries Hand ; which accompliſh'd, as ſoon 
as you get the Lead, play two Rounds 
of Trumps, and then proceed to play 


your ſtrong Suit. Inſtead of your Ad- 


verſaries playing to your weak Suit, if 


he ſhould play Trumps, do you go on 


with them two Rounds, and then pro- 
cced to. get the. Command of your ſtrong 
C4: Suit. 
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Suit. But you will ſeldom find this laſt 
Method practiſed, except by moderate 
Flayets. 


CENTS US USES SUS! USES US S082 | 


. 


Games to be played with certain Obſcr- 
vations, whereby you are aſſured that 
your Partur has no more of the Suit 


tlayed cither by yourſelf or kim. 


I. Firſt Example, 


UPPOSE you lead from Queen» 

Ten, Nine, and two ſmall Cards 
ot any Suit ; the ſecond Hand puts on 
the Knave, your Partner plays the Eight; 
in this Caſe, you having Queen, Ten, 
and Nine, it is a Demonſtration, if he 
plays well, that he can have no more of 
that Suit. Therefore, by that Diſcovery, 
you may play your Game accordingly, 
either by forcing him to trump that Suit 
if you are ſtrong in Trumps, or by Pay 
ing ſome other Suit. 


II. Second | 


. ad 13 a | ts wncand A — 


the GAME of WIIS Tr. 


II. Second Example. 


Suppoſe you have King, Queen, and 
Ten of a Suit, and you lead your King, 
your Partner plays the Knave, this de- 


33 


monſtrates he has no more of that Suit. 


III. Third Example, which varies from 


the two former, 


Suppoſe you have King, Queen, ayd 


many more of a Suit, and you begin 


with the King, in ſome Cafes it is good 


| Play in a Partner, when he has the Ace 


and one ſmall Card in that Suit only, to 
win his Partner's King with bis Ace; fot 
ſuppoſe be is very ſtrong in Trumps, by 
taking his Partner's King with the Ace, 
he trumps out, and after he has clear'd 
the Board of Trumps, he returns his 
Partner's Lead, and having parted with 


the Ace of that Suit, he has made room 


for his Partner to make that whole Suit, 
which poſſibly could not have been done 
if he had kept the Command in his 
Hand. 

And ſuppoſing his Partner has no 
other good Card in his Hand beſides 
that Suit, he loſes nothing by the Ace's 

C5 taking 


_ 
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taking of his King; but if it ſhould fof 


happen that he has a good Card to bring 


in that Suit, he gains all the Tricks} 
which he makes in that Suit, by this 


Method of Play ; and as your Partner 


. a 4+ —＋ 


has taken your King with the Ace, and] 


trumps out upon it, you have Reaſon 
to judge he has one of that Suit to return] 
you, therefore do not throw away any] 
of that Suit, even to keep a King o. 


Queen guarded, 


FFF 


HAF. V 


Particular Games both to endeavcur to 


deceive and diſtreſs your Adverſaries, 


COTE TEES 


trans —— — — jen, =, — BZ 


and to demonſirate your Game to your 


Partner, 


I. Fir Example. 


UPPOSE I play the Ace of al 


O Suit of which I have Ace, King, 

and three ſmall ones; the laſt Player 
does not chuſe to trump it, baving none 
of the Suit; if I am not ſtrong enough 
in Trumps, I muſt not play out the 
King, but keep tie Command of that 
Suit 


(on 
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Suit in my Hand by playing of a ſmall 
one, which I muſt do in order to weak- 
en his Game, 


II. Second Example. 


If a Suit is led of which I have none, 
and a moral Certainty that my Partner 
has not the beſt of that Suit, in order to 


deceive the Adverſary I throw away my 
rÞ ſtrong Suit; but, to clear up Doubis to my 


Partner, when he has the Lead 1 throw 
away my weak Suit. This Metnod of 
Play will generally ſucceed, unleſ you 
play with very good Players, and even 
with them, you will oftener gain than 


loſe by this Method of Play. 


CHAP. VI. 
Particular Games to be played, by which 
you run the Risk of loſing one Trick only 
to gain three. 
I. Firſt Example. 


\UPPOSE Clubs to be Trumps, 
a Heart 1s played by your Adver- 
ſary; your Partner having none of that 


C 6 Suit, 


[; 
|. 
'L 
| 
| 
{ 
1 
1 
| 
| 
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Suit, throws away a Spade; you are 
then to judge his Hand is compoſed ol 
Trumps and Diamonds; and ſuppolc 


you win that Trick, and being too 


weak in Trumps, you dare not force 


him; and ſuppofe you ſhould have! 


King, Knave, and one ſmall Diamond ; 
and further ſuppoſe your Partner to have 


Queen and five Diamonds; in that Caſe, | 


by throwing out your King in your firtt 


Lead, and your Knave in your ſecond ; 
your Partner and you may win five 
Tricks in that Suit; whereas if you had 
led a {mail Diamond, and your Partner's 
Queen having been won with the Ace, 
ihe King and Knave remaining in your 
Hand, obſtructs his Suit: And tho' he 
may have the long Trump, yet, by play- 
ing a ſmall Diamond, and his long 
Trump having been forced out of his 


Hand, you loſe by this Method cf 


Play three Tricks in that Deal. 


II. Second Example. 


Suppoſe in the like Caſe of the for- 
mer, you ſhould have Queen, Ten and 
one ſmall Card in your Partner's ſtrong 
Suit; Which 15 to be diſcover ed by the 

former 
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former Example; and ſuppoſe your 
Partner to have Knave and five ſmall 
Cards in his ſtrong Suit; you having 


the Lead are to play your Queen, and 
| when you play again you are to play 


your Ten; and ſuppoſe him to have 


the long Trump, by this Method he 


makes four Tricks in that Suit, but 


| ſhow'd you play a ſmall one in that Suit, 
his Knave being gone, and the 


een 
remaining in your Hand in the ſecond 
Round of playing that Suit, and the 


long Trump being forced out of his 
Hand, the Queen remaining in your 


Hand obſtructs the Suit, by which Me- 
thod of Play you loſe three Tricks in 
that Deal. 


III. Third Example. 


In the former Examples you have 
been ſuppoſed to have had the Lead, 
and by that Means have had an Oppor- 
tunity of throwing out the beſt Cards 
in your Hand of your Partner's ſtrong 
Suit, in order to make room for the 
whole Suit; we will now ſuppoſe your 
Partner is to lead, and in the courſe of 
Play, it appears to you that your Partner 
has one great Suit; ſuppoſe Ace, King, 

AM and 
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and four ſmall ones, and that you have 


Queen, Ten, Nine, and a very ſmall} 


one of that Suit; when your Partner 
plays the Ace, you are to play the 


Nine; when he plays the King, you 


are to play the Jen; by which means 
you fee, in the third Round, you make 


your Queen, and having a ſmall one 


remaining, you do not ohſtruct your 


I artner's great Suit, whereas if you had | 
kept your Queen and Ten, and the 


Knave hive fallen from the Adverſaries, 
you had loſt two Tricks in that Deal. 


IV. Fourth Example. 


Suppoſe in the courſe of Play, as in 
the former Cuſc, you find your Partner 
to have one great Suit, and that you 
have King, en, and a ſmall one of 
that Suit, your Partner leads the Ace, 
in that Caſe play your Ten, and in the 
ſecond Round your King; this Method 
is to prevent a Poſſibility of obſtructing 
your Partner's great Suit. 


V. Fifth Example. 


Suppoſe your Partner has Ace, King, 
and four ſmall Cards in his great Suit, 
and 


» . 
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avef and that you have Queen, Ten, and a 
nallf mall Card in that Suit; when he plays 
ner his Ace, do you play your Ten, and 
the when he plays his King, do you play 
ou] your Queen, by which Method of Play 
ans] you only riſk one Trick to get four. 


one VI. Sixth Example. 
ur} We will now ſuppoſe you to have 
on five Cards of your Partner's ſtrong Suir, 


vis. Queen, Ten, Nine, Eight, and a 
{mall one; and that your Partner has 
Ace, King, and four ſmall ones; wizen 
your Partner plays the Ace, do you play 
your Eight; when he plays the King, 
Indo you play your Nine; and in the 
er | third Round, no body having any of 
du] that Suit, except your Partner and you, 
of proceed then to play the Queen, and 
©, then the Ten, and having a ſmall one 
1C remaining, and your Partner two, you 
d thereby gain a Trick, which you could 
& | not have done but by playing the high 
Cards, and by keeping a ſmall one to 
play to your Partner, 


2 
t, 
d 


CHAP: 


——— = 


—— — 
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"CHA P:. VI. 


Particular Games to be play'd whenf 
your Adverſary turns up an Honour 


on wvour right Hand with DiREc- 
TioNs how to play when an Honour is 


turned up on your left Hand. 


J. Firſt Example. 


UPPOSE the Knave is turned 
up on your right Hand, and that 
you have King, Queen and Ten, in or- 


der to win the Knave, begin to play with Þ, 


your King, by which Method of Play, 
your Partner may ſuppoſe you to have 
Queen and Ten remaining, eſpecially if 


you have a ſecond Lead, and that you | 


do not proceed to play your Queen, 


II. Second Example. 


The Knave being turn'd up as before, 
and that you have Ace, Queen, and 
Ten, by playing of your Queen, it an- 
ſwers the like purpoſe of the former 
Rule, | 

III, 


c e e 8b lis. 


r 
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III. Third Example. 


If the Queen is turned up on your 
ght Hand, and that you have Ace, 
ing, and Knave, by playing your King, 


gent antwers the like purpoſe of the for- 
mer Rule. 
our 

5 IV. Fourth Example. 


Suppoſe an Honour is turned up on 
our left Hand, and ſuppoſe you ſhould 
old no Honour, in that Caſe you are 
ed play Trumps through that Honour; 
har Fut in caſe you ſhould hold an Honour 
except the Ace) you mult be cautious 
ow you play Trumps, becauſe, in caſe 
x four Partner holds no Honour, your 
f 5 Adverſary will play your own Game 


Bt upon you. 
d eee eee 
E:H AP. I. 


or- 
ith 


Cas E to demoſtrate the Danger of 
forcing your Partner. 


n- eee A and B Partners, 

and that A has a Quint-major in 

Trumps, with a Quint-major, e 
| {ma 


— — — 
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ſmall Cards of another Suit, and that F* 
has the Lead; and let us ſuppoſe tif 
Adverſaries C and D to have only fi! 
Trumps in either Hand: In this Calf 
A having the Lead, wins every T ricky 


II. 


Suppoſe, on the contrary, C has fin, 
ſmall Trumps, with a Quint-major ank. 
thrce ſmall Cards of another Suit, an. 
that C has the Lead, who forces 4 t 
trump firſt, by which means A winſ 
only five Tricks, 

III. 


A CASE to demonſtrate the Adva 
tage by a Saw, 


Suppoſe A and B Partners, and tha 
A has a Quart-major in Clubs, they 
being Trumps, another Quart-major | 
Hearts, another Quart-major in Dias 
monds, and the Ace of Spades: An 
letus ſuppoſe the Adverſaries Cand D td 
have the following Cards, vis. C has fouf 
Trumps, eight Hearts and one Spade; N 
has five Trumps and eight Diamonds 
C being to lead, playsan Heart, D trumps 
it; D plays a Diamond, C trumps it; an 
thus purſuing the Saw, each Partne 

trump! 
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that trumps a Quart-major of A's, and C 
fe being to play at the ninth Trick, plays a 
ly fi pade, which D trumps ; thus Cand D 
Caſhave won the nine firſt Tricks and 
rick leave A with his Quart-major in Trumps 
onlv. 

The foregoing Caſe ſhews, that when- 
ver you gain the Advantage of eſta- 
bliſhing of a Saw, it is your Intereſt to 
embrace it. 


2 follows in this Treatiſe is the Ad- 
dition promiſed. 


e 
tha CHAP. IX. 


the Containing Variety of Casts, intermixed 
or i dt CALCULATIONS, demonſtrating 
Dia when it is proper, at ſecond Hand, to 
And put up the King, Queen, Knave, or 
De Ten, with one ſmail Card of any Suit. 
fou &c. | f 

— J. 

ads N UPP OSE you have four ſmall 
mp: 8 Trumps; in the three other Suits 
an you have one Trick ſecure in each 
tneſ of them; and ſuppoſe your Partner has 
mpy no 
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no Trump, in that Caſe the remaininghan 
Nine Trumps muſt be divided betweenfCaſ 
your Adverſaries, ſuppoſe five in ongſſcau 
Hand, and four in the other, as often Par 
as you have the Lead, play Trumps ; andi tha 
ſuppoſe you ſhould have four Leads, in the 


that Caſe, you ſee, your Adverfaric; 
make only five Tricks out of nine 
Trumps; whereas if you had ſuffer'd 
them to make their Trumps ſingle, they 
might poſſibly have made nine Tricks, 

By this Example you ſee the Neceffity 
there 1s of taking out two Trumps for 
one upon moit Occaſions, 

Yet there is an Exception to the fore- 
going Rule, becauſe if you find in the 
courſe of Play that your Adverſaries are 
very ſtrong in any particular Suit, and 
that your Partner can give you no Aſſiſ- 
tance 1n that Suit, in ſuch a Caſe you 
are to examine your own, and alſo your 
Adverfaries Scores, becauſe by keeping 
one Trump in your Hand to trump 
ſuch Suit, it may be eicher a means to 
ſave or win a Game, | 


II. 
Suppoſe you have Ace, Queen, and 


two ſmall Cards of any Suit; your right- 
hand 


a 
18, 


you 
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hand Adverſary leads that Suit; in that 


en 
ne 
en 
1d 
in 
Cs 


1e 


Caſe, do not put up your Queen, be— 
cauſe it is an equal Wager that your 
Partner has a better Card in that Suit 
than the third Hand; if ſo, you have 
the Command of that Suit. 

An Exception to the foregoing Rule 
is, in caſe you want the Lead, then 
you are to put up your Queen. 


III. 


Never chooſe to lead from King, 
Knave, and one ſmall Card in any Suit, 
becauſe it is 2 to 1 that your Partner 
has not the Ace, and alſo 32 to 25, or 
about 5 to 4 that he has Ace or Queen; 
and therefore as you have only about 5 


to 4 in your Favour, and as you muſt 


bave four Cards in ſome other Suit, ſup- 
poſe the Ten to be the higheſt, lead 
that Suit, becauſe it is an equal Wager 


that your Partner has a better Card in 


that Suit than the laſt Player ; and if the 
Ace of the firſt-mentioned Suit lies be- 


| hind you, which is an equal Wager it 


ſhould ſo happen, in caſe your Partner 
has it not, in this Caſe, on your Ad- 
verſar ies leading this Suit, you probably 
* make 
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make two Tricks in it by this MethodF 
of Play. 3 
| IV. E 


Suppoſe in the Courſe of Play it ap- 
pears to you, that your Partner and you 
have four or five Trumps remaining, 
when your Adverfaries have none, and 
that you have no winning Card in your 
Hand, but that you have Reaſon to 
judge your Partner has a thirteenth Card, 
or ſome other winning Card in his Hand; 
in that Caſe play a ſmall Trump, to put 
the Lead into his Hand, in order to 
throw away any loſing Card in your 
Hand, upon ſuch thiricenth or other 
good Card. 


rr 


CHAP. X. 


Some Directions for putting up at ſe- 
cond Hand, King, Queen, Knave, or 
Ten, of any Suit, &c. 

UPPOSE you have the King, 
and one ſmall Card of any Sur, 
and that your right-hand Adverſary ve 
plays (as Suit; if he is a good "% d ] 
0 


4 0 


» not put up the King, unleſs you 
ant the Lead, becauſe a good Player 


dom leads from a Suit of which he 


s the Ace, but keeps it in his Hand 
after the Trumps are played out) to 
ing in his ſtrong Suit. 


1 II. 
ſr 
0 


1a'l Card of any Suit, and that your 
ght-hand Adverſary leads thhat Suit; do 


nd Knave, in chat Caſe, upon the Re- 
rn of that Suit, your Adverſary fineſſes 
e Knave, which is generally good Play, 
ſpecially if his Partner has played the 
ing, you thereby make your Queen; 
Þur by putting on the Queen, it ſhews 
our Adverſary that you have no 
trength in that Suit, and conſequently 
uts him upon fineſſing upon your 
partner throughout that whole Suit. 


2 | | 


In the former Examples you have 
een informed when it is thought proper 


0 put up the King or Queen at ſecond 
Hand; 


˖ 
) pole the Adverſary has. led from the Ace 
r 
r 


Suppoſe you have a Queen and one 


ot put on your Qieen, becauſe, ſup- 


REATISE 


Hand; you are likewiſe to obſerve, ia 
cafe you ſhould have the Knave or Leſyot 
of any Suit, with a ſmall Card of th&hre 
ſame Suit, it is generally bad Play tohe 
put up either of them at ſecond Handſhe 
becauſe it is five to two that the thirfgr 
Hand has either Ace, King, or Queenſ eit 
of the Suit led; it therefore followm; 
that as the Odds againſt you is five t 

two, and tho' you ſhou'd ſucceed ſome 

times by this Method of Flay, yet in thi 

main you muſt be a Lofer, becauſe iy, 
demonſtrates to your Adverſaries thay. 
you are weak in that Suir, and conſe 


or 


Is 


quently they fineſs upon your Partne 9 
throughout that whole Suit. in 
T 

IV. E. 


Suppoſe you have Ace, King, ang L. 
three ſmall Cards of a Suit, your RightFle 
hand Adverſary leads that Suit; upotJin 
which you play your Ace, and your Pariſ ar 
ner plays the Knave. In Caſe you arty 
ſtrong in Trumps, you are to return JC 
ſmall one in that Suit, in order to leſ y- 
your Partner trump it: And this Conf C 
ſequence attends ſuchPlay, viz. you kei 1 
the Command of that Suit in your ow b 


Han 
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Hand, and at the ſame Time, it gives 


Le your Partner an Intimation that you 
thre ſtrong in Trumps; and therefore, 


to 


he may play his Game accordingly, ei- 


ndether in attempting to eſtabliſh a Saw, 
Gor by trumping out to you, if he has 


en 
Ws 
X 
ne 
thi 
= 


hat 


le 
On 
ECl 
W 
NC 


either Strength in Trumps, or the Com- 
mand of the other Suits, 


V. 


Suppoſe Aand B's Game is ſcored 6 3 


the Adverſaries C and D is ſcored 7, and 
that 9 Cards are played out, of which A 
and B have won 7 Tricks, and ſuppoſe 
no Honours are reckoned in that Deal ; 
in this Caſe A and B have won the odd 
Trick, which puts their Game upon an 
Equality; and ſuppoſe A to have the 
Lead, and that A has two of the ſmal- 
leſt Trumps remaining, with two win- 
ing Cards of other Suits : And ſuppoſe C 
and D have the two beſt Trumps be- 


4 tweeen them, with two other winning 
| Cards in their Hands, Qzery, How are 


you to play this Game? It is 11 to 3 that 
C has not the 2 Trumps, and, likewiſe, 
II to 3 that D has them not: The Odds 
being ſo much in A's Favour to win the 

| D whole 


a7 
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whole Stake, it is his Intereſt to play 
Trump; For ſuppoſe the Stake to be 700, 
depending, A wins the whole Stake, if“ 
he ſucceeds by this Method of Play; but 
ſhould he play the cloſe Game, by for 
cing Cor D to trump firſt, he having, 
won the odd Trick already, and being 
ſure of winning two more in his ownf| « 
Hand, by this Method his Game will be 
{cored g to 7, which is about 3 to 2, and 
therefore, A's Share of the 7ol. will af 
mount only to 421. and, by this Method ba 
A only ſecures 7/. Profit; but in the othe®' 
Caſe, upon ſuppoſition, that A and M 
have a 11 to 3 of the Stake dependingF®' 
as aforeſaid, by playing his Trump, hq. 
is intitled to 55/. out of the 70/1, de T“ 
pending. 25 
The foregoing Caſe being duly at 
rended to, may be applied to the like$®* 


Purpoſe, in other Parts of the Game. ful 
| ec 
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0k x Vs 4 * 
Te e 7 
CHAP. XI. 


ut 
214 

ngfSome DiREcCT1ons how fo flay when 
nat an Ace, King, or Queen are turned up 


wall on your Rigbt-Hand, &c. 
bl , 
Nc 


UU PP Os E the Ace is turned up 
oO on your Right-Hand, and that you 
Pave the Ten and Nine of Trumps only, 
rith Ace, King and Queen of another 
ng zuit, and eight Cards of no Value, 2ye- 
bd), How mult this Game be played; 
de. Pegin with the AcE of the Suit of which 
ou have Ace, King, and Queen, 
a hich is an Information to your Partner 
ikchat you have the Command of that 
| Puit; then play your Ten of Trumps, 
ecauſe it is five to two that your Partner 
as King, Queen, or Knave of Trumps; 
nd tho” it is about ſeven to two that 


1 


our Partner has not two Honours, yet, 
ould he chance to have them, and 


ey prove to be the King and Knave, in 

at Caſe, as your Partner will paſs your 
pen of Trumps, and as it is 13 to 12, 
D 2 againſt 


N —— — — — — — — = . 4 
o 
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againſt the laſt Player for holding th 
Queen of Trumps, upon ſuppoſitionÞ1 
your Partner has it not, in that Caſep1« 
when your Partner has the Lead, he play ! 
to your ſtrong Suit, and upon your hay 
ing the Lead, you are to play the NingÞcl 
of Trumps, which puts it in your Partpm 
ne:'s Power to be almoſt certain of wings e 
ning the Queen, if he lies behind it. ÞE 

The foregoing Caſe ſhews, that turnÞ®; 
ing up of an Ace againſt you, may b Pl: 
made leſs beneficial to your Adverſarie Re 


provided you play by this Rule. col 


rer 


II. Wi 


If the King or Queen are turned u 
on your Right-hand, the like Method e 
Play may be made uſe of; but you arf < 
always to diſtinguiſh the Difference 0 
your Partner's Capacity, becauſe a googan 
Player will make a proper Uſe of {ucÞN! 
Flay, but a bad one ſeldom, if ever. fare 


III. of 


Suppoſe the Adverſary on your Right Cz 
hand leads the King of Trumps, anf Cz 
that you ſhou'd have the Ace and fouſ ot 
ſinall Trumps, with a good Suit; in thi K. 

Caf . 


\ 
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thTaſe it is your Intereſt to paſs the King; 
tiohnd tho' he ſhou'd have King, Queen, 
aſehnd Knave of "Trumps, with one more, 
laſif he is a moderate Player, he will play 
ayShe ſmall one, imagining that his Part- 


liner has the Ace; when he plays the 
artSmall one, you are to pals it, becauſe ir 


s an equal Wager that your Partner has 
a better Trump than the laſt Player; if 
irnlſo, and that he happens to be a tolerable 

Player, he will judge you have a good 
rie Reaſon for this Method of Play, and 
conſequently, if he has a third Trump 
remaining, he will play it, if not, he 


will play his belt Suit. 


Ul 
IV 
10 ; | 
ach 4 Critical Cass to win an old Trick. 


> of Suppoſe A and B Partners againſt C 
2oJand D, and ſuppoſe the Game to be 
1c} Nine all, and ſuppoſe all the Trumps 

are played out, A being the laſt Player, 

has the Ace and four other ſmall Cards 

of a Suit in his Hand, and one thirteenth 
hi Card remaining; B has only two ſmall 
in Cards of 4's Suit; C has Queen and two 
zu} other ſmall Cards of that Suit, D has 
h King, Knave, and one ſmall Card of the 
all . ee ſame 


vin 
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fame Suit. A and B have won 3 Tr:cksr;, 
Cand D have won 4 Tricks; it there Kin 
ſore follows that A is to win 4 Tricksf,g 
out of the ſix Cards in his Hand, in ordern 
to win the Game. C leads this Suit, Part 
and D puts up the King; A gives hink,gy 
that Trick, D returns chat Suit, A paſ-hou 
ſes it, and C puts up his Queen; thus Che 
and D bave won 6 Tricks, and C ima-— 
gining the Ace of that Suit to be in his 6120 
Pariner's Hand, returns it, by which 
means A wins the 4 laſt Tricks, and 
conlequenily the Game. Th 
V. 

Suppoſe you ſhould have the King and 
five ſmall Trumps, and that your right- 
hand Adverſary plays the Queen; in that 
Caſe do not put on your King, becauſe 
it is an equal Wager that your Partner 
has the Ace; and ſuppoſe your Adverſa- 
ry ſhou'd have Queen, Knave, Ten and le: 
one ſmall Trump, it is alſo an equal Wa- [th 
ger that the Ace lies ſingle, either in |fr 
your Adverſaries Hand or Partner's, in fal 
either of which Caſes it is bad Play to | a 
put on your King; but if the Queen of | 
Trumps is led, and that you ſhou'd hap- J 
pen to have the King, with two or three | t 

Trumps, 
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ks rumps, it is the beſt Play to put on the 
re King, becauſe it is good Play to lead 
From the Queen and one ſmall Trump 
ler paly ; and, in that Caſe, ſhou'd your 
I Partner have the Knave of Trumps, and 
Your left-hand Adverſary hold the Ace, 
hour neglecting to put on the King is 
Ene Loſs of a Trick. 


Wis Piz GEE KN d N 8220 


CH AP. XII. 
The Ten or Nine being turn'd up on your 
Right-hand, &c. 
— 


UPPOSE the Ten is turned up 
on your Right-hand, and that you 
Mou'd have King, Knave, Nine, and two 


r ſmall Trumps, with eight other Cards of 


Ino Value, and that it is proper for you to 
d lead Trumps; in that Caſe, begin with 
- [the Knave, in order to prevent the Ten 
n from making of a Trick; and tho' it is 
1 about five to four that your Partner holds 
- an Honour, yet if that ſhould fail, by 


fineſſing your Nine on the Return of 
Trumps from your Partner, you have 


the Ten in your Power. 
; D 4 II. The 
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Lead of your Partner's, becauſe in the 


3 
| 
. | 
1 
& 
} 
Bw 
4 
il 
$ 
\ : 
4 
1 
'F 
ö 


56 4 fhort TREATISE on 


II, fre 

The Nine being turned up on your T. 
Right-hand, and that you ſhou'd havq he 
Knave, Ten, Eight, and two ſmall} if 
Trumps, by leading the Knave it anſwerg 


the like Purpoſe of the former Caſe. 
III. 


You are to make a wide Difference 
between a Lead of Choice, and a forced 


firſt Caſe he is ſuppoſed to lead from his b. 
beſt Suit, and finding you deficient in ſl 
that Sur, and not being ſtrong enough K 
in Trumps, and not daring to force you, 2 
he then plays his next beſt Suir, by which 7 
Alteration of Play it is next to a Demon- © 
{tration that he is weak in Trumps; but 
ſhou'd he perſevere, by playing of his firſt 
Lead it he is a good Player, you are to 
judge him ſtrong in Trumps, and it is a 
Direction for you to play your Game 
accordingly. ) 
T9 . 
There is nothing more pernicious at || 
the Game of Whilſt, than to change Suits| | 
often, becauſe in every new Suit you run 
the Riſk of giving your Adverſary the 
Tenace ; and therefore, tho' you lead 
from 
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from a Suit of which you have Queen, 


oui Ten, and three ſmall ones, and your Part- 


ave 


1all 
7ers 


ner puts up the Nine only, in that Caſe, 
if you ſhou'd happen to be weak in 


Trumps, and that you have no tolerable 


Suit to lead from, it is your beſt Play to 
purſue the Lead of that Suit, by playing 
your Queen, which leaves it in your Part- 
ner's Option whether he will trump it or 
not, in caſe he has no more of that Suit; 


but in your ſecond Lead, in caſe you 


ſhou'd happen to have the Queen or 


| Knave of any other Suit, with one Card 
only of the ſame Suit, it would be better 


Play to lead from your Queen or Knave 
of either of thoſe Suits, it being 5 to 2 
that your Partner has one Honour ar 
leaſt in either of thoſe Suits, 


V. 
If you have Ace, King, and one ſmall 


Card of any Suit, with four Trumps; if 


your right-hand Adverſary leads that Suit, 


| paſs it, becauſe it is an equal Wager that 


your Partner has a better Card in that Suit 


than the third Hand; if fo, you gain a 


Trick by it; if otherwiſe, as you have four 
Trumps, you need not fear to loſe by it, 
becauſe when Trumps are. played, you 
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n | may be ſuppos'd to have the Long Trump. 
D 5 CHAP, 
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e 
CHAP, XII. 


A Curio zot to part with the Com- 


mand of your Adverſaries great Suit, &c. 


I. 


N Cafe you are weak in Trumps, and 
that it does not appear that your Part- 
ner is very ſtrong in them, be very cau- 
tious how you part with the Command 


of your Adverſary's great Suit: For ſup- 


poſe your Adverſary plays a Suit of which 
you have King, Queen, and one ſmall 
Card only, the Adverſary leads the Ace, 
and, upon playing the ſame Suit, you 


play your Qucen, which makes it almolt | 


certain to your Partner that you have the 
King; and ſuppoſe your Partner refuſes 
to that Suit, do not play the King, be- 
cauſe if the Leader of that Suit, or his 
Partner, have the Long Trump, you riſk 
tae lohng of three Tricks to get one. 

| | II. 

Suppoſe your Partner has ten Cards 
remaining in his Hand, and that it ap- 
ears to you, that they conſiſt of Trumps 

and 
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and one ouit only; and ſuppoſe you 
ſhould have King, Len, and one {mall 
Card of his ſtrong Suit, with Queea and 
two ſmall Trumps; in this Caſe, you 
u- are to judge he has five Cards of each 
Cc. Suit, and therefore you ought to play 

out the King of his ſtrong Suit, and if 

you win that Trick, your next belt Play 
ad is, to throw out the Queen of Trumps ; 
t- if that likewiſe comes home, procecd to 
u- play Trumps; this Method of Play may 
1d | be made uſe of at any Score of the 
p- | Game, except at 4 and 9. 


o 3 
e, The TruMP turned up to be rememòb red. 


uf It is ſo neceſſary that the Trump turn- 
it ed up ſhould be known and remembred, 
ne both by the Dealer and his Partner, that 
es we think it proper to obſerve, That the 
Dealer ſhou'd always ſo place that Caid, 
1S as to be certain of having recourſe to it: 
k | For, ſuppoſe it to be only a 5, and that 
the Dealer has two more, vig. the 6 and 

9, if his Partner trumps out with Ace and 

Is | King, he ought to play his 6 and 9; be- 
2 | cauſe, let us ſuppoſe your Partner to 
s | bave Ace, King, and four ſmall Trumps, 


d | D 6 in 


= „L! 
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in this Caſe, by your Partner's knowing |! 
you have the 5 remaining, you may win | 


many Tricks, 


IV. 


Your right-hand Adverſary leads a} 
Suit of which you have the Ten and two 
{mall ones; the third Hand puts up the | 
Knave, your Partner wins it with the 
King; when your Right-hand leads that 
Suit again, and playsa ſmall one, do you 
put on your Ten, becauſe it may fave | 
your Partner's Ace, upon Suppolition | 
that your right-hand Adverſary led from | 


the Queen; you will ſeldom fail of 


Succeſs by this Method of Play. 
V. 


Suppoſe you have the beſt Trump, 5 


and that the Adverſary A has one 
Trump only remaining, and that it ap- 
pears to you that your Adverſary B has 
a great Suit; in this Caſe, though 


you permit A to make his Trump, | 
yet, by keeping the Trump in your | 
Hand, you prevent the Adverſary B 
from making his great Suit; whereas, | 
it you had taken out 4's Trump, it had | 


made 
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made only one Trick difference, but by 
vin this Method you probably fave three or 
| four Tricks. 


| | VI. 
'The following C As E happens frequently. 
a That you have two Trumps remain- 
xo ing when your Adverſaries have only 
he one, and it appears to you that your 
he] Partner has one great Suit, in this caſe 
lat always play'a Trump; tho' you have 
on | the worſt, becauſe by removing the 
ve Trump out of your Adverſary's Hands, 


on | there can be no Obſtruction to your 


nm | Partner's great Suit. 
of VII. 
' Suppoſeyou ſhould have three Trumps 
when no body elſe have any, and that 
you ſhould have only four Cards of any 
p, | certain Suit remaining; in. this Caſe play 
ne a Trump, which ſhews your Partner 
p- that you have all the Trumps, and alſo 
5 | gives you a fair Chance for one of your 
| Adverfaries to throw away one Card of 
p the aforeſaid Suit; by which means, 
ür | ſuppoſing that Suit to have been once 
B |þ led, and one thrown away, makes Five, 
is | and four remaining in your Hand makes 
14 | Nine, there being only four remaining 
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between theee Hands, and your Partner! 
having an equal Wager to hold a better 
Card in that Suit than the laſt Player, it 
therefore follows, that you have an] 
equal Chance to make three Tricks in 
that Suit, which probably could not 
have been done but by this Method of 
Play. 
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VIII. IE 


Suppoſe you have five Trumps, and | 
fix ſnall Cards of any Suit, and you are | 
to lead; the beſt Play is to lead from 
the Suit of which you have fix, becauſe, 
as you are deficient in two Suits, your ||| 
Adverfaries will probably trump our, fit 
which is playing your own Game for IE 
you ; whereas, had yo! begun with 
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0 
playing Trumps, they wou'd force you, | 
and conſequentiy deſtroy your Game. 
HAF. XIV. 
Same Purchaſers of the TREATISH in | « 
Manuſcript, diſpoſed of the Inft Min- Ie 
fer, havins defired a further Ex- | 
Planation concerning the playing of | 1 


Se- 
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Sequences, they are explained in the 
| following manner, 
J. 


T* Trumpe you are to play the higheſt 


of your Sequences, unleſs you ſhou'd 


have 1 King, and Queen, in chat 


Caſe play the loweſt, in order to let 


your Partner into the State of your 
Game. 


"os 


In Suits which are not Trumps, if 
you have a Sequence of King, Queen, 
and Knave, and two ſmall ones; whe- 
ther you are ſtrong in "Trumps or not, 
it is the beſt Play to begin with the 
Knave, becauſe, by getting the Ace out 
of any Hand, you make room for the 
whole Suit. 


III. 


And in caſe you are ſtrong in Trumps, 
ſuppoſing you ſhou'd have a Sequence 
of Queen, Knave, Ten, and two Ong 
Cards of any Suit; in that Caſe, 


ought to play the higheſt of your 855 
quence, becauſe, if either of the Ad- 


verſaries ſhou'd trump that Suit in 
the ſccond Round, by being ſtrong in 
Trumps, 


I A I 
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Trumps, you fetch out their Trumps | 
and conſequently make, the Remainder | 
of that Suit. yi 
The like Method may be taken, if Pp 
you ſhould happen to have a Sequence, | 
by Knave, Ten, Nine, and two {mall | 
Cards of any Suit. 8 
IV. 90 
If you have a Sequence of a King, 
0 Knave, and one ſmall Card of 
any Suit, whether you are ſtrong in 
Trumps, or otherwiſe, play your King; 
and do the like by any inferior Se- . 
quences, it you have only four in| 
number, N 


f 


V. 

But if you ſhou'd happen to be wee | 

in Trumps, you mult always begin with | 

the lowelt of the Sequence, in caſe you | 
ſhou'd have five in Number; for ſup- 11 
poſe your Partner to have the Ace of 
that Suit, he then makes it; and where 
lies the Difference whether you or your ||| 
Partner win a Trick? For if you had 
the Ace and four ſmall Cards of any 
Suit, and are weak in Trumps, and led 
from that Suit; if you play well, you 
ought to play the Ace; if you are very 
ſtrong 


vw 
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PY Fftrong in Trumps, you may play your 

der Game as backward as you pleaſe 3 but if 
you are weak in Trumps, you muſt 

if play the Reverſe. 

ce, 


all | VI. 


Let us explain what is meant by being 
. ſtrong or Weak in Trumps. 
8 5 If you have Ace, King, and three 


* ſmall Trumps. 


985 King, Queen, and three ſmall Trumps. 


Se- Qucen, Knave, and three ſmall Trumps. 


ny Queen, Ten, and three ſmall Trumps. 
: Knave, Ten, and three ſmall Trumps, 
Queen, and four ſmall Trumps. 


22% ' Knave, and four ſmall T rumps. 
ith | 


ou In any of the aforeſaid Caſes, you 
p- | may be underſtood to be very Strong in 
of | Trumps, and therefore you may play 
ere by the foregoing Rules, being moral- 
dur ly aſſured of having the Command in 
ad || Trumps, | 
ny If you have two or three ſmall Trumps 
led only, we underſtand you to be Weak 
ou in them. | 


— — —— ee 


"66 A fort TRrAr 18 on 
VII. 
What Strength in Trumps intitles you 


T. 
Pl 


to force your Partner at any Point of theF! 
Game. 1 
Ace, and three ſmall Trumps. * 
King, and three ſmall Trumps. | 
Queen, and three ſmall Trumps. 
Knave, and three ſmall Trumps. 


VIII. 
If, by Accident, either you or the 
Adverſaries have forced your Partner, J 
( tho' you are weak in Trumps ) if het. 
has had the Lead, and does not choofe g 
to trump out, force him on as often as 9 
the I.ead comes into your Hand, unleſs g 
you have good Suits of your own to 
play. 5 
IX. | | | 

If you ſhould happen to have only 
two or three ſmall Trumps, and thath 
your right-hand Adverſary leads a Suit} 
of which you have none, trump it, 
which is an Information to your Partner} 
that you are weak in Trumps. ] 


| X. , : 0 

Suppoſe you have Ace, Knave, and 
one ſmall Trump, and that your Partner 
tiumps 


l 
0 
It 
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trumps to you, ſuppoſe from the King 
you bnd three ſmall Trumps, Qzery, Whe- 
theſther it is the beſt Play to put on the 
Ace or Knave ? And ſuppoſe your right- 
Hand Adverſary has three Trumps, and 
that your left-hand Adverſary has the 
Jike Number; in this Caſe, by fineſſing 
of your Knave, and playing your Ace, 
if the Queen is on your Right-hand, 
Fou win a Trick by it; but if the 


the Queen is on your Left-hand, and you 
rl hou'd play the Ace, and then return 
el 


he Knave, admitting your left-hand 
Dofe | dverſary put on the Queen, which he 
das pught to do, it is above 2 to 1 that one 
leſs bf the Adverſaries have the Ten, and 
to ponſequently you gain no Trick by play- 
ing thus. 
3 XI. 
only If your Partner has led from the Ace 
hat pf Trumps, and ſuppoſe you ſhou'd have 
Dult King, Knave, and one {mall Trump, by 
it, putting on your Knave, and returning 


= 


NET the King, it anſwers exactly the like 
Purpoſe of the former Rule. 
In other duits you may practiſe the 
and like Method. 
tner 


ps | XII 
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* XII. Ft 

If you are ſtrong in Trumps, and! 
that you have King, Queen, and two or | 
three ſmall Cards in any other Suit, you] 2 
may lead a ſmall one, it being 5 to 47 
that your Partner has an Honour in that| t 
Suit; but, if you are weak in Trumps, || * 
you ought to begin with the King. 


| 


XIII. E 
If your right-hand Adverſary leads a 


Suit of which you have King, Queen, 
and two or three ſmall Cards of the ſame 


Suit, you being ſtrong in Trumps, may 
paſs it, becauſe it is an equal Wager that 
your Partner has a better Card in that 
Suit than the third Hand; if not, by your 
Strength of Trumps, you need not fear 
making that Suit. | 


5 XIV. | 
If your right-hand Adverſary leads a 
Suit, 'of which you have King, Queen, | 
and one fmall Card, whether in Trumps : 
or not, put on the Queen: Alſo, if you 
have Queen, Knave, and one ſmall; 
Card, put on the Knave; and if you 
have Knave, Ten, and one ſmall Card, 
put on the Ten. By putting up the 
ſecond! 
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| ſecond Beſt, as aforeſaid, your Partner 


nd || has an Expectation of your having a 


Or 


ou] 


better Card, or Cards, in the ſame Suit; 
and, by recourſe to the Calculations an- 


4 nexed to this Treatiſe, he may be able 


hat 
PS, N 


to judge what are the Odds for and 
againſt him. 
XV. 
If you ſhould have Ace, King, a nd 


| | two {mall Cards in any Suit, bei eing r 


in Trumps; if your right-hand Ad ver- 


N | Gary leads that Suit, you may paſs it, be- 
! cauſe it is an equal Wager that 
Partner has a better Card in that Suit 


your 


| than the third Hand; if ſo, you gain a 
Trick by it; if otherwiſe, you need not 


fear to make your Ace and King, by 
pour Strength in Trumps, 


XVI. 
If you ſhould have the Ace, Nine, 


Eight, and one ſmall Trump, and that 
vour Partner leads the Ten; in that 
Caſe paſs it, 
| Honours lie behind you, you are ſure of 
4 making two Tricks; do the like, if you 


becauſe unleſs the three 


ſhould have the King, Nine, Eight, and 
one ſmall Trump; or the Qucen, Nine, 


| Eight, and one {mall Trump. 


XVII, 
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XVII. 

In order to deceive your Adverſaries, 

if your right-hand Adverſary leads from 
a Suit, of which you have Ace, King 


and Queen, or Ace, King, and Knave, 
put on the Ace; becauſe that encou-| 


rages the Adverſaries to play that Suit 
again: And tho' you deceive your Part- 
ner by this Method of Play, you alſo 
deceive your Adveriaries, which is of 


greater Conſequence in this Caſe, be- 


cauſe if you had put on che loweſt of 


the Terce-major, or the Knave in the | 


other Suit, your right-hand Adverſary 
had made a Diſcovery that the Strength 


of that Suit was againſt him, and conſe- 


quently would have changed Suits, 


XVIII. 


Suppoſe you have Ace, Ten, and one 
ſmall Card of any Suit; alſo the Ace, 
Nine, and one ſmall Card in any Suit; 


Query, Which of theſe Suits ought you 


to lead from? Anſwer, From the Suit 
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of which you have the Ace, Nine, and | 


one ſmall Card; for this Reaſon, it be- 
ing an equal Wager that your Partner 
has a better Card in that Suit, than the 

laſt 
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11ſt Player; if not, let us then ſuppoſe 
ies, that your right-hand Adverſary leads 
om from the King or Queen of the Suit, of 
ng which you have the Ace, Ten, and one 
ſmall Card; in that Caſe, it is an equal 
\u-| Wager that your Partner has a better 
1it | Card in that Suit than the third Hand; 
-t= [if that happens to be the Caſe, upon the 
Io | Return of the Suit, you lie Tenace, and 
of | conſequently ſtand a fair Chance for 
e | three Tricks in that Suit. 


'Y 
un XIX. 
; A Cas E f demonſtrate the Tenace. | 
G | | 


Let us ſappoſe A and B to play at 
' Two-handed Whilſt, and let us ſuppoſe 
A to have the Ace, Queen, Ten, Eight, 
Six, and Four of Clubs, which, in caſe 
B always leads, are fix ſure Tricks. Let 
us ſuppoſe he has the ſame Hand in 
Spades, which, in caſe B always leads, 

are fix more ſure Tricks. We ſuppoſe 
B has the Remainder of theſe two Suits. 
Let us ſuppoſe B to have the ſame 

| Hand in Hearts and Diamonds, as A has 

in Spades and Clubs, and that A has the 

Remainder of the Hearts and Diamonds, 
which, 


E 
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which, in caſe A always leads, are twelve 
ſure Tricks alſo to B. 
The foregoing Caſe ſhews that both 
Hands are exactly equal; and therefore 
let one of them name his Trumps, and 
lead, he wins thirteen 'Tricks only. | 
But if one names the T rumps, and 
the other leads, he that names the 
Trumps ought to win fourteen Tricks. 
Thoſe who would attain to the play-| 
ing of Whilſt to perfection, muſt not be 
content only with being a Maſter of the 
Calculations contained in this Treatiſe, 
and alſo an exact Judge of all the Gene- 
ral and Particular Caſes in the ſame; 
but be a very punctual Obſerver of ſuchf 
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Cards as are thrown away, both by his * 
Partner and Adverſaries, and at what 


time: Whoever attends cloſely to theſe o 
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Particulars, is the moſt likely to attain 
their End. 
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ore | " 
nd Explanation for the Uſe of Beginners, 
co, ſome of the TeRMs or TECHNICAL 


ind! WoRDs made uſe of in this Treatiſe. 


"= FINESSING. 
8 A AL EANS the endeayouring to gain 
be an Advantage by Art and Skill, 


| hich conſiſts in this; when a Card is 
ſe, led and you have the beſt and third beſt 
Card of that Suit, you judge it beſt to 
© put your third beſt Card upon that Lead, 
chEnd run the riſk of your Adverſary's 
is having the ſecond belt of it, that if he 
lat has it not, which is 2 to 1 againſt him, 
3 you are then ſure of gaining a Trick. 


FORCING. 


Means the obliging your Partner or 
your Adverſary to trump a Suit of which 
he has none. The Caſes mention'd in 
this Treatiſe will ſhow when it is proper 
to force either of them, 


1 D LONG 


74 A ſhort TREATISE 07 
fo 


LONG TRUMP. IK 


Means the having one or mc 
Trumps in your Hand when all the re 
are out. | 


LOOSE CARD. ir 


Means a Card in a Hand that is of if d 
Value, and conſequently the propere} * 
to throw away. 


POINTS, 


Ten of them makes a Game, as man 
as are gain'd by Tricks or Honours, 


many Points are ſet up to the Score | 
the Game. 


QUART. 


In general is a Sequence of any fou 
Cards immediately follow ing one anc 
ther, in the ſame Suit. Quyart-major i 
therefore a Sequence of Ace, King 
Queen, and Knave, in any Suit. 


2UINT 


In general is a Sequence of any five 
Cards immediately following one another 
in the ſame Suit, Summe is there 

fore 
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fore a Sequence of Ace, King, Queen, 
Knave and Ten, in any Suit. 


REVERSE. 


Playing at any time the Reverſe, 
means only the Playing your Hand in a 
different manner; that is to ſay, if you 
are ſtrong in Trumps you play one way, 
but if weak in Trumps you play the 


Reverſe, viz. another, 


 SEE-SAW. 


| Is when each Partner Trumps a Suit, 
and they play thoſe Suits to one another 
to Trump. 


SCORE. 


Score of the Game, is the Number of 
Points ſet up, Ten of which make a 
Game. | 


TENACE. 


Having the Tenace in any Suit ſu 
poſes the having the firſt and third beſt 
Cards, and being the laſt Player, and 


conſequently you catch the Adverſary 


when 


\ 
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when that Suit is played: As for In 
ſtance, In caſe you have the Ace and 
Queen of any Suit, and that your Ad 
verſary leads that Suit; you muſt win 
thoſe two Tricks, and ſo of any other 
Tenace in inferior Cards. 


TERCE 


In general is a Sequence of any three 
Cards immediately following one ano- 
ther in the ſame Suit. 

Terce- major is therefore a Sequence of 
Ace, King, and Queen in any Suit- 
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